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Released in North America in 1987, The Legend of Zelda 
marked an important moment in the history of video games. 

It showed that a game with a real sense of exploration and 
adventure could be enjoyed even on a game console as simple as 
the 8-bit Nintendo Entertainment System. 

Players took on the role of Link, exploring the open world 
of Hyrule, fighting monsters, discovering secrets, using tools, 
solving puzzles, and getting lost in a video game experience 



■ This book is not authorized, sponsored, endorsed, or licensed 
by Nintendo of America Inc. and other company names and/or 
trademarks mentioned in this book are the property of their respective 


The Legendary World of Zelda 



«xo 


xo 
' xo 


unlike anything before it. Hyrule felt alive, and Links journey 
felt important, even though there wasn’t much of a story. The 
game led to many sequels, and each has changed the way video 
games are designed up to this day. Nearly every successful 
modern video game designer points to The Legend of Zelda 
as an influence and there’s a good reason why — The Legend of 
Zelda is one of the best video games ever made. 


The Development 

Shigeru Miyamoto is credited as Zelda’s creator and often 
said the exploration of the woods and caves near his 
childhood home as a boy was the primary inspiration for the 
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game’s story. Miyamoto’s first idea for Zelda was a multiplayer 
game where two players could design dungeons for one 
another to explore. The people at Nintendo decided that the 
best part of the experience was exploring the dungeons. From 
there, Miyamoto and the rest of Nintendo’s development 
team began building a game focusing on the idea of dungeon 
exploration. 

During development, the experience made its way above 
ground. The dungeons were incorporated into the overworld 
of Hyrule, and a story about a boy named Link on a journey to 
save a princess named Zelda began to take shape. 
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Today, The Legend of Zelda is in the safe hands of producer 
and sometimes director, Eiji Aonuma. Aonuma joined the 
franchise by working on Ocarina of Time, and was credited as 
the director of its sequel, The Legend of Zelda: Majora’s Mask. 
Aonuma oversees The Legend of Zelda, with guidance from its 
original creator, Shigeru Miyamoto. 

The Story 

Through the franchise’s 30 years, the core story of each entry 
has basically stayed the same: The Legend of Zelda follows a 
young warrior named Link who must save a princess named 
Zelda and defeat the evil Ganon. The Triforce, a powerful 
three-piece object that represents Courage, Wisdom, and 
Power, is also usually part of the game. When its three pieces 
are combined it has the power to grant its owner a wish. Link, 
Zelda, and Ganon sometimes represent the Courage, Wisdom, 
and Power attributes of the Triforce. 

Sometimes the same Link and Zelda will move between 
games for direct sequels, but often, each game represents a new 
generation of Link and Zelda as they fight the forces of evil. The 
same goes for Ganon, though he is not always the villain, nor 
does the Triforce always play an important role. 

The main things that set each entry apart is who stands 
in Link’s way, the world he is exploring, what tools he uses 
to make his way to Zelda, and finally, what type of controller 
you’re holding in your hand while you join Link on his journey. 
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What Makes a Zelda Game? 


There are many thing that define a Zelda game, but there is no 
outline of rules that say a Zelda game must have these things 
in order to be considered a true Zelda experience. If that were 
the case, then Nintendo would break its own rules often. But 
here are many elements that appear in almost every Zelda 
game. 

The Characters and World 

Link 

The star, the hero, and the character everyone thinks is named 
Zelda. Despite being the main character, the game is not named 
after him, which has caused confusion since the release of the 
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original Zelda 30 years ago. Hes a skilled warrior, problem 
solver, and frequently a skilled musician. 

He is often represented as an orphan without family, but 
sometimes he does have a caretaker in the form of an uncle, 
grandmother, or some other family member or friend. He is 
rarely seen without his green tunic and hat, sword, and shield. 
He represents the Triforce of Courage and has never had a voice 
outside of the grunts and shouts that accompany combat and 
movement. 

His name is meant to represent a connection between the 
player and the world. He is the “link” that connects the player 
to the game. His name, however, can be chosen by the player. 
Whatever name players enter in the beginning the game is the 
one non-player characters will use when referring to him. 

Zelda 

Zelda is the focus of Link s journey. He must save Zelda. In 
the early games Zelda was not much more than a damsel 
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m *li ’. 1 1 « A . I hr -lory id ling of the games’ consoles and 
l * * 1 1 imlog y improved, however, she has become more than just 
i w< .in. m wail ing for her hero. 

While l ink has basically worn his famous green outfit since 
l hr beginning, Zelda’s look has changed quite a bit over the 
years. She often wears a crown and a pink dress, but in The 
Legend of Zelda: The Wind Waker, she was actually a pirate 
princess and didn’t look like royalty at all. In The Legend of 
Zelda: Ocarina of Time, Zelda adopts a secret identity and helps 
Link throughout the game without him realizing who she is 
until the end. 

Shigeru Miyamoto has said that he borrowed Zelda’s name 
from the wife of author F. Scott Fitzgerald, Zelda Fitzgerald. 

She represents the Triforce of Wisdom. 

Ganon 

Sometimes his name is Ganon; sometimes his name is 
Ganondorf; sometimes he is a pig beast; sometimes he is a 
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human that turns into a giant pig beast. Tie’s not the villain in 
every Zelda game, but he usually is, even if that isn’t clear until 
the very end. 

He represents the Triforce of Power, and stealing Zelda is 
always part of the process toward acquiring the Triforce. His 
form changes from game to game, but he usually wears dark 
clothes and has red hair. Even when he takes on his pig beast 
form, he usually retains his red hair. 

His characterization and voice in the games is usually 
limited to threats against Link or talking about his plans. Often 
he is the only male of the Gerudo tribe of women. 

In addition to his Ganon or Ganondorf name, on at least one 
occasion he had the last name Dragmire. He is also sometimes 
referred to as Great King of Evil or the Dark Lord. 

Epona 

Link’s faithful horse, Epona has appeared in many Zelda 
adventures. In her first appearance in Ocarina of Time, Link 
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wins her in a race, stealing her from Ingo, Epona s caretaker. 
You can call her to your side and she even fights alongside 
you sometimes. In Twilight Princess you can give Epona a 
customized name. 

Hyrule 

Most of Link’s adventures take place in the land of Hyrule. 
Zelda is the princess of Hyrule, and Ganon seeks to take 
over Hyrule. Link has left Hyrule on occasion to explore 
neighboring worlds like Termina in Majora’s Mask or Hytopia 
in Tri Force Heroes. Hyrule is home to many locations like 
Death Mountain — a volcano with a smoke ring around its 
peak — and the Lost Woods, a complicated maze that holds 
many secrets. 
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I he Music 

I he music of Zelda is as important as the look of the games. 

I Hiring Links adventures, he usually uses some sort of 
instrument. 

Written by Koji Kondo, who also created the music for Super 
Mario Bros., Zelda s music has become famous and instantly 
recognizable. The first game was planned to use Maurice 
Ravels Bolero, but when that was not an option as it was not 
yet a public domain piece of music, Kondo composed original 
music for the game. 

The themes he created for the original game still appear in 
I he Legend of Zelda today, as Kondo continues to create the 
soundtrack in cooperation with other composers. 

i ink’s Weapons and Tools 

I very Zelda adventure features items that only appear in its 
game that are used to solve specific puzzles, but there are many 
I hat appear in every game. 

The Master Sword: This sword is often the only weapon that 
can defeat Ganondorf, and Link is often the only one who can 
use it. It must usually be removed from a stone, like the sword 
of the King Arthur 
legend, and has a blue 
handle. In Skyward 
Sword, the Master 
Sword was given a 
personality and voice 
in the form of Fi. 
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The Hylian shield: Link goes through many shields over 
the course of even a single adventure, but the Hylian shield, 
which is blue and features Hylian symbols and imagery, is his 
protection of choice. 

The bow and arrow: An important weapon in any fantasy 
story, Link uses the bow and arrow to solve puzzles as well as 
fight enemies. When Zelda joins the battle, she uses the bow 
and arrow as her weapon of choice. It can also take on fire, ice, 
and light abilities. 

The boomerang: An important weapon that can be used to 
stun enemies but does not use ammunition. It sometimes takes 
on additional magic properties, like wind, as it did in Twilight 
Princess. 

The bomb: Being able to blow up stuff like walls and 
enemies is important. 
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The hookshot: An important tool for navigation and 
movement, the hookshot allows Link to pull himself to faraway 
l< nations, or pull enemies toward him. 

The bottle: Bottles are containers that can hold potions, 
lllc-giving fairies, and many other useful objects or items. Link 
usually carries more than one. 

Musical instruments: Link always enjoys music, but his 
favorite instrument changes from game to game. He has used 
I flute, a pan flute, an ocarina, a harp, a conductors baton, 
<lrums, and even a guitar. 

The Enemies 

I ink fights many enemies of all sizes on his adventures, 
but there are a few bad guys that Link has been fighting for 
lifetimes and it s likely he always will. This is far from all of the 
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enemies Link faces, but these are some of the ones that always 
seem to make an appearance. 

Beamos: Something between a cyclops and a statue, the 
Beamos keeps Link in its sights and fires lasers at him. 

ChuChu: These adorable slime creatures can do a lot of 
damage to Link if he’s not cautious as they can electrocute him. 

Keese: Bats are the most annoying enemies in all of video 
games, and Keese keep that reputation alive and strong. 

Octoroks: The Octorok has fought Link since the very first 
game. These octopus-like creatures shoot rocks at Link after 
they poke their heads out of the water. 

Gibdo: The Gibdo has appeared in nearly every Zelda game. 

Its a mummy-creature that Link can set on fire. 

Like Like: The Like Like eats Link, spits him out, and steals 
his items. Sometimes he might only take a few rupees, but 
sometimes he takes far more important items. 
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Tektite: This creature has spider-like qualities, but only has 
lour legs. It leaps into the air to attack, and can navigate the 
•.nrface of the water. 
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The Legend of Zelda (NES, 1986) 


The game that started it all, The Legend of Zelda was released in 
1986, just one year after the launch of the NES in North America. 
The console came packed with Super Mario Bros., and much of 
the consoles success is thanks to the plumber brothers. But The 
Legend of Zelda showed players how much fun an interactive 
video game could be. Players loved the open nature of the 
game. The Legend of Zelda presented a world that felt alive and 
dangerous, and how it was explored was up to the player. 
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The game is played from the overhead perspective. Players 
looked down on Link from above, directing his movements 
.i ad combat in a large open world. In the beginning Link is 
i ompletely powerless without any offensive or defensive items. 
I here is a cave directly north that can be entered to receive a 
‘.word from an old man who famously says, “Its dangerous to 
go alone! Take this.” With his sword in hand, Link can then 
explore the world. 

The original game set many of the standards The Legend 
of Zelda franchise continues to follow today. In order to 
progress, players have to track down a collection of dungeons. 

I ach dungeon is a series of puzzles that ends with a boss fight. 
New items discovered in the world help with completing each 
dungeon, fighting enemies, and navigating the world. 
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The Legend of Zelda was not just the first Zelda game, 
but also one of the first games in general to offer the ability 
to save. This meant players could pick up right where they 
left off from their previous Zelda play session without 
having to start from the beginning every time. This helped 
make the world of Hyrule more believable, as not having to 
restart the game over and over made it feel as though the 
world was alive. 

The Story 

By today s standards, the original Zeldas story is pretty basic. 
You are a little dude in a green tunic with a sword who has to 
fight monsters, and in the end you save a princess. This is the 
amount of story in the actual game, but the instruction booklet 
offered some more details. 

An evil pig demon named Ganon has invaded the 
kingdom of Hyrule and stolen the Triforce of Power. To 
prevent him from stealing the Triforce of Wisdom, Princess 
Zelda splits it into eight pieces. Ganon kidnaps her after she 
does this, but not before she is able to send her nursemaid, 
Impa, out into the world to find someone capable of saving 
the kingdom. Link runs into Impa as she is being attacked 
by Ganon’s henchmen and saves her. She asks Link to take 
up the mantle of hero and save Princess Zelda, and that’s 
where the game begins. In the end, Link is able to bring the 
fragments back together to form with Triforce of Wisdom 
and defeat Ganon. 
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The Items 

I lie first Legend of Zelda set a standard for Link and his long- 
term relationship with items. The sword is necessary in order 
lo light monsters, but for every other task in the world, there 
,i i e items. The Legend of Zelda is the first place Link found and 
used a bow and arrow, a boomerang, bombs, magic rods, and 
more. Its also home to the raff, which allows Link to float on 
I he water in order to make it to out of reach islands. 


The Re-releases 

I ven though Nintendo likes to remake its games, the original 
I egend of Zelda has never received a proper remake. It has, 
however, been re-released on a number of platforms other 
I han the NES. You can find the game on Game Boy Advance 
.md GameCube, as well as the Wii, 3DS, and Wii U Virtual 
< Consoles. These versions of the game are all straightforward 
i opies that do not include any changes or upgrades from the 
games original 1986 release. 
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To date, the second Zelda game is the only game in the series 
(not counting spinoffs) that isn’t legendary. It is the only 
mainline Zelda game that does not begin with the three words, 
“The Legend of. . .” despite being one of the few direct Zelda 
sequels. The gameplay in The Adventure of Link is also unlike 
the first game. 

Zelda II splits its gameplay between an overhead view, 
much like the one seen in The Legend of Zelda, and a side- 
scrolling action game. Players control Link from above when 
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If is exploring the overworld. While exploring, enemies will 
i PI 'car and trigger a switch to side-scrolling gameplay for 

* ombat. During combat, Link can duck or stand upright while 
winging his sword, and he eventually learns to do upward and 

downward stabbing motions. 

I lie side-scrolling view is also used when Link visits 
1 1 n ndly locations. The original Zelda feature some non-player 

• Imi acters (NPCs), but the number and personality of these 

i \ | ><\s in Zelda II is much higher. Link can visit towns, meet the 
!«»* a Is, and even perform tasks for them. 

Zelda II also employs experience points for the first and 
lii I ime in a Zelda game. Successful combat gives Link points 
If < .m distribute between his attack, magic, and life levels in 
"i * Irr to increase them. This was very unlike the first game, 

Mill I it mk li not authorized, sponsored, endorsed, or licensed 
|y Nininniln nl America Inc. and other company names and/or 
Pilin' minlloned In this book are the property of their respective 
i niii|ifinlfls and are used for identification purposes only. 




which based Link s progress in the game simply on the items he 
found. 

The Story 

In general, the Zelda series does not do direct sequels. There are 
a few, but mostly, each Zelda game represents a new generation 
of Link playing out a new adventure. Zelda II, however, is one 
of the few direct sequels to a Zelda game, and features the Link 


1 1 om the first game. This time around, Link discovers a symbol 
iii he back of his hand that resembles the crest of Hyrule. Link 
Tows the symbol to Princess Zelda’s nursemaid, Impa, who 
i .il < s him to the North Castle, where his hand is able to open a 
« I* mm* that has been magically sealed for a very long time. Inside 
I hr castle is the very first Princess Zelda, who is under a curse 
I hat keeps her asleep. She is not the Zelda Link saved in the 
|uevious game, but rather the very first Princess Zelda. 
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Before she was asleep, her dying father passed along secret 
information about the Triforce of Courage directly to her. 

Zelda s brother wanted to know what she knew, and when she 
refused to share, he found a wizard who cursed her to sleep. 
When he realized the princess could never be woken up, 
the brother felt guilty and decided that all of the kingdoms 
princesses be named Zelda in her honor. 

The symbol on the back of Links hand identifies him as the 
hero that can finally awaken her, and the adventure begins. 

Link must deliver a collection of six crystals to an assortment of 
statues in the world while fighting Ganon’s army, who believes 
they can bring their leader back to life by sprinkling Link’s 
blood on Ganons ashes. 
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i he Items 

Zelda II has a number of exclusive items that have very specific 
uses, like the Cross which reveals invisible enemies, the Handy 
< ilove for breaking stones, and the Hammer. Some of these 
come back in later games, but in different forms. Link has an 
ilem that reveals invisible enemies in Ocarina of Time, but it is 
called the Lens of Truth. One particularly cool item is a pair of 
hoots you can find that allow Link to walk on water. 

The Re-releases 

Some players really like Zelda II, but many others don’t. It was 
a popular hit when it was released, but Zelda fans today think 
it doesn’t really fit in when looking at the full library of Zelda 
games. It’s much different than other Zelda games, and this 
could contribute to the reason Nintendo has never done a full 
remake of the game. 

Like the first Zelda game, it has never received a significant 
upgrade or remake, but it has been re-released on multiple 
platforms. The game was given a GBA and GameCube re- 
release, and some of the game’s content was slightly changed. 
The text was cleaned up a little bit, and Link’s death screen, 
which used to flash with a strobe effect, was toned down. The 
game is also available on the 3DS, Wii, and Wii U Virtual 
Consoles. 
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The Legend of Zelda: 

A Link to the Past (SNES, 1992) 


A Link to the Past is considered by many to be the best Zelda 
game ever made. Every game in the Zelda series has its fans 
that will say it is the best, but Link to the Past has the most. It 
launched about three years after Zelda II and was a fairly early 
release in the Super Nintendo’s library of games. It opens with a 
3D model of the Triforce rotating into place. Compared to today s 
games, the graphics are not that impressive, but back in 1992 
seeing 3D models was mind blowing, and it quickly established 
that Link to the Past was going to be something special. 

For Zelda s first jump to a new generation of consoles, it 
returned to its roots. Zelda Us split between overhead and 
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ide-scrolling gameplay was replaced by a fully overhead 
perspective, just like the original. Players explored a large, open 
1 1 y rule as Link, collecting both new and familiar items. Its 
gameplay overall was not that different from the original Zelda, 
but every aspect from Link s movement to combat was improved. 

Link to the Past was the first Zelda game to establish what 
has now become a common feature of Zelda games: alternate 
universes. At a certain point in the game, Link is able to move 
between the standard Hyrule and a dark, twisted Hyrule. The 
t wo Hyrules are layed out the same, but feature different color 
schemes, characters, and enemies, among many other small 
differences. 

The Story 

I ink to the Past is one of the few games where Link has family. 

It opens with Link s sleeping uncle leaving their home on a 
rainy night to go save Princess Zelda. A nightmare wakes Link 
and he goes after his uncle, only to find that he has failed his 
mission on his way to Zelda s cell. Link takes up his uncle’s 
sword to continue his mission. 

Link breaks Zelda out of jail and learns that a wizard named 
Agahnim is planning to break Ganon out of the Dark World, 
where he was sent hundreds of years 
ago. To prevent this Link must rescue 
the descendants of Seven Sages, 
which requires he explore Hyrule 
and its dungeons, solving puzzles and 
finding new items along the way. 
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The Items 

Link finds a number of important items to help him prevent the 
rise of Ganon. Some are familiar, like the boomerang, and bow 
and arrow, but there are a few items that would become very 

important in future games. 

Link to the Past marks the 
first appearance of the hookshot, 
an item that pulls Link toward 
objects, and can also be used 
to pull objects toward him. 

The item became especially 
important in the later 3D Zelda games where Link would use 
the hookshot to climb to high locations. 

Link to the Past also marks the first appearance of the very 
useful glass bottle. When interviewed about the game during 
development, Zelda s creator Shigeru Miyamoto cited the bottle 
as being one of Link to the Past s most exciting new elements. 
The bottle is very simple, but is very valuable. Glass must be 
very difficult to find in Hyrule, because getting your hands on 
bottles in any Zelda game is always difficult, and always worth 
the effort. 

The glass bottle lets you hold other items, like health or 
magic potions, bugs, or even fairies, which grant health to you 

the moment you die. Allowing 
players to choose what they 
wanted to put in bottles let them 
explore the game in their own 
way. 
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i e Re-releases 

\ lu*r its Super Nintendo release, Link to the Past wouldn’t 
ir surface as a re-release until 2002, on the Game Boy Advance. 
Mm - Game Boy Advance version of the game featured some very 
minor changes, like the Pegasus Boot item name being changed 
i" i he Pegasus Shoes. 

I he Game Boy Advance version of the game was a 
I mi i idle pack that included both Link to the Past in its mostly 
unchanged original form, and a brand-new game called Four 
Swords, which was a multiplayer collection of small Zelda 
• lungeons. 

I ink to the Past is also available on the Wii, Wii U, and New 
0 >S Virtual Consoles. 
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Link s Awakening is the first Zelda game to appear on a 
handheld console, and the first to leave behind the legendary 
princess. It was not based on the typical Zelda story, but still 
included the familiar gameplay of exploring a large world from 
the overhead perspective, finding dungeons and items, solving 
puzzles, and fighting monsters. And it was all done on a smaller 
scale in shades of green, and not in full color. 

The game has an interesting backstory. Zeldas creator, 
Shigeru Miyamoto, was not involved in the early stage of its 
creation. Instead, Nintendo programmer Kazuaki Morita and 
designer Takashi Tezuka (who had worked alongside Miyamoto 
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mi l he previous Zelda games as well as Mario) started work on 
i Ik* game as an after-hours project with a few Nintendo artists. 

1 1 was inspired, at least to a small degree, by the 1990s television 
sei ies Twin Peaks. 

I win Peaks was a show about a detective working on a case 
m a small town full of strange characters and unexplainable 
events. Tezuka wanted Link to follow a similar path. He 
vv.mted Link to be out of his element in a land of strange 
i liaracters, trying to figure out what was going on in a strange 
ii(*w world. 

The game was impressive from a technical perspective as it 
1 1 rated a full Zelda experience on the Game Boy, something 
people thought was impossible at the time. In its earliest stages 
1 1 was meant to be a Game Boy port of Link to the Past, but 
changed into an original game over time. 
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The Story 

Links Awakening begins with 
Link at sea fighting a violent 
storm. He loses the battle and 
ends up washed ashore on 
Koholint Island, where he is 
discovered by Marin and taken back to her home to be nursed 
back to health. Marin is unfamiliar with the world outside of 
her home and is fascinated by Links origins. 

Link meets a mysterious owl after getting back on his feet 
who alerts him he must wake the Wind Fish. This means 
journeying across Koholint Island to eight different dungeons 
and discovering eight different instruments that must be placed 
in front of the giant egg stationed at the peak of a mountain at 
the island’s north. 

After finding all of the instruments, Link enters the egg in 
order to wake the Wind Fish, but first must battle a nightmare 
that has taken the form of his greatest enemy, Ganon. The game 
ends with an unlikely twist. 


The Items 

The usual items all appear in Link’s Awakening, including 
Links sword, the bow and arrow, and bombs. Maybe the most 
memorable item from Links Game Boy adventure is Roc’s 
Feather, which allowed him to leap into the air. From the 
overhead perspective, Link is able to jump over small holes. 
When combined with the Pegasus Boots, which allow Link to 
sprint, he can jump long distances. Roc’s Feather is also used 



This book is not authorized, sponsored, endorsed, or licensed 
by Nintendo of America Inc. and other company names and/or 
trademarks mentioned in this book are the property of their respective 
companies and are used for identification purposes only. 


The Legendary World of Zelda 


during the handful of side-scrolling sections, which played out 
like shortened Mario-style levels. Link even fights Goombas, 
h orn the Mario universe, in some of these sections. 

Some of Link’s items could also be upgraded to stronger 
versions. The shield and sword, for example, could be made 
.1 longer, as well as a bracelet which Link used to lift heavy 
rocks and other objects. 

I he Re-releases 

l ive years after its original release, Link’s Awakening received a 
re release for the Game Boy Color called The Legend of Zelda: 

I ink’s Awakening DX. This version is in full color, unlike the 
original game, which could only be played in varying shades of 
green. Along with the addition of color, DX also added a new 
optional dungeon. The dungeon played up the new visuals with 
puzzles and enemies revolving around color. Link could also 
unlock a red or blue tunic, which gave bonuses to damage and 
defense. This version also added the option to take screenshots 
in a few locations, which could be printed out with the Game 
Boy Printer. 

The legend of Zelda: 

I ink’s Awakening DX was 
also released on the 3DS 
Virtual Console. 
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The Legend of Zelda: Ocarina of 
Time (Nintendo 64, 1998) 


Ocarina of Time brought the world of Zelda into the 3D 
universe and many fans think it and Link to the Past are the 
best games in the franchise. The game was released two years 
into the Nintendo 64 s life cycle and marked the biggest change 
in the series since Zelda II. 

For the most part, the game worked the same way as 
previous games — you control Link in an open world as he 
explores, collects items, fights monsters, and solves puzzles on 
his journey to save Princess Zelda. But the player s viewpoint 
shifted from overhead to appear directly behind Link. The 
world and its characters were fully realized in 3D for the first 
time, giving players a new appreciation for the setting. 
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Along with the new perspective came dozens of new 
mechanics. Link was able to lock on to enemies while in 
combat. This is a feature that many 3D games would use 
Ini lowing Ocarina of Time s release. Link could look around his 
world in first person and aim down the sights of items like the 
bow and arrow, hookshot, and slingshot. This version of Hyrule 
had a day and night cycle with the sun on a constant rising and 
•.citing loop. The world changed during the night and became 
an important part of solving puzzles. 

Link also had a partner, Navi, who stays with him through 
l lie course of the game serving as your voice as well as your 
guide. This sort of character would become a regular part of 
future games — a companion that would help direct Link along 
his adventure. 

Link to the Past established the idea of multiple worlds, 
but Ocarina took the idea in a new direction. At a certain 
point in the game. Link unlocked the ability to travel through 
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time, allowing players to experience Link’s life as a child, as 
well as an adult. It had a greater focus on non-player character 
interaction, and Link’s ability to time travel meant you could 
meet characters as children, and return to them as adults to 
learn how they had changed or grown over that period of time. 

Ocarina of Time also introduced Epona, Link’s horse 
companion. Link could call on Epona at any time and ride her 
across the land of Hyrule for faster navigation and exploration. 

The Story 

In Ocarina of Time, Link is a young orphan living with the 
Kokiri — a group of eternal children who each have a fairy as a 
companion. Link does not have a fairy, which has always made 
him an outsider in the small village. 
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I lie game opens with the Great Deku Tree sending a fairy 
In wake Link from a nightmare we later learn is about the 
i \ 1 1 ( ianondorf stealing a young Princess Zelda. The Great 
I »< ku Tree knows of Link’s important fate and sends him on a 
)« mi i uey to recover the Master Sword and the Triforce. Link is 
mu eessful, but Ganondorf steps in as Link is ready to take the 
1 1 i force, plunging the world into darkness and forcing Link to 
l< cp for seven years. 

I -ink wakes as an adult and discovers Ganondorf can be sent 
h> l he sacred realm, but only if he can gather the Seven Sages. A 
mysterious stranger appears named Sheik, who helps to guide 
him along his journey. 

Link gathers the sages with the help of Sheik, who reveals 
her identity as Princess Zelda. As she reveals herself, however, 
i .anondorf steals her away and Link follows for the final 
confrontation. 

The Items 

I he most important item Link discovers in Ocarina of Time is 
I he Ocarina itself. It doesn’t help him in combat, but Link can 
play the Ocarina to call his horse, travel through time, travel 
(he world, and communicate with the many characters he 
meets. 

Familiar Zelda items feel far different in the transition 
lo 3D. Items like the bow and arrow, boomerang, and the 
hookshot could be used from Link’s point of view and the Lens 
of Truth allowed Link to literally look at invisible elements of 
the world. 
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Ocarina of Time also introduced the Bombchu, a special 
bomb that travels along the ground and walls. It allowed Link 
to send bombs to far away areas, or onto ceilings. 


The Re-releases 

Ocarina of Time has a strange history with re-releases. The 
game was originally released in 1998, and a follow-up version 
was planned that wasn’t released as initially intended. A version 
of the game with rearranged dungeons was planned for a 
Nintendo 64 spinoff console called the 64DD, but it only came 
out in Japan and Nintendo abandoned it after it sold poorly. 

This version of the game, however, did eventually come out 
in the form of the Master Quest on the GameCube. Nintendo 
offered this version of Ocarina of Time as a pre-order bonus 
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lor The Legend of Zelda: The Wind Waker. Ocarina of Time 
.i Iso appeared on a compilation disc included with certain 
special edition GameCubes. This disc included the original 
Zelda, Zelda II, and Majora’s Mask, as well as Ocarina of 
Time. 

In 2011, Ocarina of Time was completely remade for release 
on the Nintendo 3DS. This version of the game had improved 
visuals, stereoscopic 3D effects, and the option to play with 
motion controls, which allowed players to tilt the 3DS in order 
to aim items like the slingshot and bow and arrow, among 
others. This remade version of the game included the Master 
Quest, as well. 

The Legend of Zelda: Ocarina of Time is also available on 
l he Wii and Wii U Virtual Consoles. 
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The Legend of Zelda: Majora’s 
Mask (Nintendo 64, 2000) 


Ocarina of Time was a huge success for Nintendo. Majoras 
Mask was an attempt to build on that success by turning 
around a quick sequel. Majoras Mask was released two years 
after Ocarina of Time, a short amount of time considering it 
took four years of development before Ocarina of Time was 
released. 

The story in Majora s Mask is darker than the one in 
Ocarina. It takes place over a repeated three- day period as Link 





This book is not authorized, sponsored, endorsed, or licensed 1 
by Nintendo of America Inc. and other company names and/or 
trademarks mentioned in this book are the property of their respectiv 
companies and are used tor identification purposes only. 


The Legendary World of Zelda 



I l ies to stop the moon from crashing into the world. It re-used 
many character models from Ocarina of Time, but makes 

I I clear that while they might look the same, the characters 
are different from those you met in Ocarina of Time. Seeing 
l,i miliar characters in a new world gives the game a strange 
sense of dark mystery throughout. 

Masks play an important part in the game. Link has his 
normal inventory of items, but also collects masks which help 
him solve puzzles, and transform. Alongside his normal child 
lorm, Link also uses masks to change into Deku, Goron, and 
/ora forms. 

r Ihe Deku are a small plant-like enemy Link met in Ocarina 
of Time. The Goron are a race of rock creatures. The Zora are 
water creatures. When Link transforms, he is able to adopt 
(heir abilities. As a Deku, Link can fly in the air and shoot 
hubbies. As a Goron, he is powerful and can roll at fast speeds. 
As a Zora, Link can swim and breathe underwater. 
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The Story 

Majora’s Mask is a direct sequel to Ocarina of Time and 
starts with child Link and Epona on a journey to find Navi, 
his lost companion from Ocarina of Time. He is attacked by 
a scarecrow-like creature named Skull Kid, who Link met in 
Ocarina of Time. 

Skull Kid is wearing a strange mask, and has two fairies 
with him. He steals Link’s Ocarina and Epona and in the chase, 
Skull Kid transforms Link into a Deku Scrub. This leads Link to 
the world of Termina and Clock Town, which is preparing for a 
Carnival of Time. 

Link meets the Happy Mask Salesman (another character 
Link met in Ocarina, but only had a few minor interactions 
with) who tells him Skull Kid has stolen the dark and powerful 
Maj ora’s Mask and as a result the moon is making its way 
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loward Termina and will crash into the world in three days — 
unless Link can recover Majora’s Mask and stop Skull Kid. 

When Link recovers his Ocarina from Skull Kid, he learns 
In* is able to go back in time three days to start his journey over, 
hut he is able to keep the items and masks he has discovered to 
help him make more progress in his journey during each cycle. 

During the three-day cycle, Link must deal with the people 
of Termina over the course of their three-day routines, and 
•iwaken four giants who are capable of stopping the moon’s 
destructive course. 

Majora’s Mask is one of the few Zelda games that does not 
Icature the Princess Zelda or Ganon. It also introduces the 
i haracter Tingle. Tingle is a fairy-obsessed adult who refuses 
to grow up. He became a recurring character in Zelda after 
Majora’s Mask, and even got his own spinoff in a game called 
I reshly-Picked Tingle’s Rosy Rupeeland for DS. 
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The Items 

Majora s Mask does not feature many original items, as most of 
them appeared in Ocarina of Time. It does, however, include 24 
masks with many in-game properties. A few of the masks allow 
Link to transform into completely different characters. Some 
masks provide bonuses, like the Bunny Ears, which allow Link 
to run faster. Some masks are purely for looks and are only 
used to start or complete certain side quests, like Kafei’s Mask, 
which is used to learn about the character Kafei. 

Collecting all the masks, which is not required in order to 
complete the game, unlocks the Fierce Deity Mask. The Fierce 
Deity Mask can be used during the final battle with Majora s 
Mask and transforms Link to his adult size and gives him a 
two-handed sword capable of firing lasers. 
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II Re-releases 

l ol lowing its Nintendo 64 release, Majoras Mask appeared on 
•i compilation disc for GameCube alongside the original Zelda, 
Zelda II, and Ocarina of Time. The disc came with certain 
pedal edition GameCubes consoles. It was also released on the 
Wii and Wii U Virtual Consoles. 

In 2015, the game was completely remade for 3DS. Much 
like the Ocarina of Time remake (which was handled by the 
.line developer, Grezzo) Majoras Mask had updated visuals, 
slereoscopic 3D options, and motion control options. Unlike 
Ocarina of Time, however, Majoras Mask 3D featured some 
improvements. Time travel was handled differently, which led 
lo less waiting around for certain events, and parts of the map 
were rearranged slightly to improve the flow of the game. 
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Oracle of Ages and Seasons are two separate games that 
were released on two separate cartridges, but they came out 
at the same time and go together to make a complete Zelda 
experience. 

The two games were the first Zelda titles not to be developed 
by Nintendo. Nintendo oversaw development closely, but the 
work was actually done by a studio called Flagship, which 
is part of Capcom. Capcom is known for the Street Fighter 
and Mega Man games. It was a surprise to see a studio other 
than Nintendo creating a Zelda game, but the resulting games 
showed it was a bet that paid off. 

The games actually started as part of a long-term plan 
for Flagship to create multiple Zelda games, starting with a 
Game Boy Color remake of the original Legend of Zelda for 
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( lame Boy. As development progressed, however, a number 
of technical challenges led to Flagship working on an original 
Zelda title. 

The game plays and even looks like Link’s Awakening. Art 
I rom that game, like Link’s design, came over from his original 
( iame Boy release. It was the first original handheld Zelda game 
since Link’s Awakening. 

The games were first announced as three games: Mystical 
Seed of Power, Mystical Seed of Wisdom, and Mystical Seed of 
( Courage. The plan was to allow players to start with any of the 
ihree games, but they gave up on that plan once they realized 
managing three games in this way would be too hard. 
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Oracle of Ages focuses on Zelda s puzzle solving and Oracle 
of Seasons focuses on Zelda s action. The two games have 
similar layouts, however, and offered passwords to use between 
the two games so the two could interact. The idea was you 
play through one game first, then play through the second, 
swapping passwords, and then unlock the games true story and 
finale after beating both. 


The Story 

I he stories between Ages and Seasons is a complicated one that 
eventually connects, but each also works by itself. 

In Ages, the Triforce calls out to Link, taking him to the 
land of Labrynna, where he finds Impa — Zelda’s nursemaid — 

■ I niggling against a dark force. Link saves her (just like he did 
in the original Zelda) and together they find Nayru, who is the 
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The Items 

There are many different items between the two games, but 
there are a number that appear in both, as well. Some items 
came straight from Ocarina of Time, like the Bombchu and the 
Biggoron sword. 

The hookshot only appears in Ages, and Rocs Feather (and 
later cape) only appear in Seasons. Oracle of Ages also features 
the Harp of Ages, which allows Link to control time, while 
Seasons features the Rod of Seasons, which allows Link to 
control seasons. 


Both games also have a focus on collecting seeds for various 
missions and puzzles. 

The Re-releases 

The two games were released at the same time in 2001, right 
before the launch of the Game Boy Advance. In 2003, both 
games were released for the 3DS Virtual Console. 
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Oracle of Ages. She is possessed by the evil Veran, Sorceress 
of Shadows, and Link must find the eight Essences of Time in 
order to save her. 

Oracle of Seasons follows a similar story. The Triforce calls 
out to Link, bringing him to the world of Holodrum, where 
he meets Din, the Oracle of Seasons, and her attendant, Impa. 
Onox, General of Darkness, steals Din away and Link learns 
he must collect the eight Essences of Nature in order to defeat 
Onox. 

And just as he celebrated at the end of Ages, Twinrova 
appears to light the Flame of Destruction, which brings you to 
the game’s true final battle. 
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The Wind Waker was Zelda’s first game on the GameCube. The 
look of Wind Waker was much different than earlier games, 
and many fans didn’t like it and felt it was too cartoony. That 
opinion, however, has changed over time. 

Part of the reason fans didn’t like the style of Wind Waker 
was because how different it was from the previous console 
Zelda games, Ocarina of Time and Majora’s Mask. Both of 
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those games took a darker, more mature direction for the 
I -egend of Zelda. When Wind Waker looked like a cartoon, 
many thought the serious themes from Ocarina and Majora’s 
Mask had simply been replaced by bright colors and goofy 
faces. That was not the case. 

Aside from the change in style, Wind Waker made another 
massive change to Zelda in that it removed the ground. Wind 
Waker takes place in a version of Hyrule covered in oceans 
with small islands dotting the landscape. Link travels by boat 
and lives life like a pirate, visiting the world’s many islands to 
complete dungeons, solve puzzles, defeat monsters, and save the 
day. 

The game was a huge step forward in terms of Link’s facial 
expressions. In Link’s previous 3D adventures, his face and 
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general movement were limited by technology. But here, with 
the GameCube’s animation capabilities, you knew exactly 
what he was thinking without him saying a word. Link s eyes 
grew when he was scared, he laughed when he was happy, and 
showed anger and determination when it was time to fight. 




The Story 

Wind Waker begins with a young Link living a normal life 
with his sister, Aryll, and grandmother on Outset Island, 
a small island with a small community. The island has a 
tradition of dressing its young men in green tunics in order 
to honor their coming of age, as well as the legendary Hero of 
Time. As Link is preparing his celebrations, a giant bird drops 
a young woman on their island, and Link makes an effort to 
find and save her. He is successful and meets Tetra, the pirate 
captain. 

The bird changes his focus to Aryll, and steals her away. 
Tetra informs Link that this bird is stealing young girls with 
long ears, and agrees to take him to the Forsaken Fortress so he 
may attempt to save her. 

He is unsuccessful, but he meets a talking boat named The 
King of Red Lions that tells Link the bird that stole his sister 
belongs to Ganon, who is seeking Zelda s heir. Link must find 
the three Pearls of the Goddesses in order to discover the Hero 
of Time s power. 

When Link gathers the pearls, The King of Red Lions takes 
him underwater to a Hyrule suspended in time, where he is 
able to retrieve the Master Sword. Its not enough, however, and 
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l ink is defeated by Ganon, who has found Zelda’s heir, Tetra. 

< .anon steals Tetra away, and Link attempts to gather the eight 
scattered shards of the Triforce of Courage. 

Link meets Ganon again in the underwater Hyrule, and he 
and Tetra (Zelda) work together in an attempt to defeat him. 

The Items 

I he Wind Waker is an item in the game. It is a conductor s 
luton that Link is able to use to direct the wind to serve his 
needs when traveling. Other items that don’t appear in other 
K lines, or appeared in Wind Waker first, include the Grappling 
I look and Delcu Leaf. 
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The Re-release 

Despite a number of popular GameCube games receiving Wii 
ports to take advantage of its new motion-control capabilities, 
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Wind Waker did not re-emerge until 2013 when The Wind 
W.tker HD was re-released on Wii U. 

Ihe game received a new look for its Wii U debut, with 
improved lighting and color throughout. The re-release also 
improved the sailing gameplay by allowing players to unlock 

I Ik Swift Sail, which let players move through the water faster 
wit bout the need to stop the boat in order to change direction. 

I I n Iso improved the pacing of the game’s final quest— tracking 
tin* scattered pieces of the Triforce of Courage. 

Wind Waker HD also allows Link to turn the Picto Box 
i iniera toward himself in order to take selfies. 


The Grappling Hook can be used as a weapon, but also 
allows Link to swing between ledges, or pull certain items 
toward him. The Deku Leaf has so far only appeared in Wind 
Waker, but it has appeared in other forms in follow-up Zelda 
games. Link uses the leaf as a fan to create wind and can also 
hold it above his head and use it like a parachute when jumping 
from large heights. 

Other items include the classics, like the hook shot, bow and 
arrow, and Picto Box. 
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The Legend of Zelda: Four Swords 
Adventures (GameCube, 2004) 


Four Swords Adventures was released about a year after 
Wind Waker and took the usual single-player experience in 
a multiplayer direction. The game can be played alone, but it 
was designed with four players in mind. Its focus is more on 
action than puzzle and story, but Four Swords Adventures does 
include those things too. 

Four Swords Adventures is probably the most difficult 
Zelda game to play. Its not because its harder than other Zelda 
games— it has to do with the number of people and consoles 
you need. To play with two or more players, each must have 





Four Swords Adventures 
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* < iame Boy Advance handheld console and a GameCube to 
1 ..ime Boy Advance Link cable. 

bach player controls a Link, one colored the traditional 
r i ron, the others colored purple, blue, or red, as they make 
I heir way through a series of challenges. With the aid of the 
' a me Boy Advance, players can separate from one another to 
. liter caves and houses separate from the group, at which time 
i hr action will shift to that player’s Game Boy Advance screen. 

I it this way, Four Swords Adventures paved the way for the Wii 

I I • two-screen mechanics. 

Visually, the game borrows from A Link to the Past and 
Wind Waker. Link’s design is a 2D version of Wind Waker 
I Ink, named Toon Link, and the environments and gameplay 
‘lie modeled after Link to the Past. The music also features 
1 1 1 1 1 erent versions of Link to the Past’s music. 
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Unlike traditional Zelda titles, which take place in large 
open worlds, Four Swords Adventures takes place over a series 
of levels. 


The Story 

Zelda gathers herself and the maiden descendants of the Seven 
Sages to help strengthen what she suspects to be the weakened 
seal currently containing the evil Sorcerer of Winds, Vaati. She 
brings Link along with her for protection, and when she and 
the maidens attempt to strengthen the seal, a dark version of 
Link appears and steals away the maidens and Zelda. 

Link follows this shadowy version of himself and is led 
to the Four Sword, which is stuck in a pedestal. Link pulls 
the sword out and it splits him into the four Links. He also 
accidentally broke the seal containing Vaati. 

Vaati’s release plunges the world into darkness, and opens a 
portal to the Dark World, releasing evil twins of the Knights of 
Hyrule. The four Links work together to defeat the evil Knights 
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‘ »l I lyrule and learn that Ganon orchestrated Vaati s release and 
1 1 ic creation of the dark Link in order to build his evil army and 
r ilher as much evil energy as possible. 

I he Links must then work together to retrieve each of the 
k id napped maidens. 

I lie Items 

I hi I ike other Zelda games, only a few of the items discovered 
in l our Swords stay in your inventory. For example, you might 
Imd the boomerang in one level, but Link is unable to use it 

In the next, unless he can find it again. They’re treated like 
i< mporary power-ups more than true items. 

Almost all the items are borrowed from Link to the Past, 
i that is the game Four Swords is most similar to. Some 
Interesting but non-exclusive items include Force Gems and 
Hoc s Feather. Force Gems are needed to complete each level. 
Hoes Feather is an interesting addition here, because although 

II had appeared in previous Zelda games, this is the first time it 
appeared in a console Zelda game. 
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i yle established in the Four Swords game with its general art 

• lliection following Wind Waker. The game also dives deeper 
nilo the characters from the Four Swords games, expanding the 
Mnry of those games, as well as the wider story of the expanded 

(’Ida universe. 

I he Minish, which Hyrule citizens call the Picori, are a race 
"I l iny creatures that can only be seen by children. They play a 
i ucial role in the game s story and are credited with creating 
i lit l ; our Sword. During the game, Link earns the ability to 
In ink down to the size of the Minish in order to communicate 
u It h them, solve puzzles, and explore areas of the game from a 
w hole new perspective. 

Alongside the usual Zelda gameplay, Minish Cap also 

• s | *anded Links combat abilities. Outside of his standard 

n word-swipe and item-specific abilities, Link could use Tiger 
V rolls to learn better moves, like being able to perform a 
powerful attack with your sword after completing a roll. 
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After its success with Oracle of Ages and Seasons, Capcom 
returned for another handheld Zelda game. But unlike the 
Oracle games, Minish Cap was a much more straightforward 
Zelda game. One release. One story. One game. 

Minish Cap, the Link to the Past Game Boy Advance 
version, and the Oracle games are the only original core Zelda 
games to be created outside of Nintendo. Minish Cap was 
produced by Keiji Inafune, who helped create Mega Man and 
worked closely on many other well-known Capcom games. 

The game follows the pattern established by Link to the 
Past, taking place from an overhead perspective. It uses the arl 
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The game also introduced the Kinstone system, which 
rewarded you for interacting with every non-player character 
in the game. Matching your Kinstone with other characters 
opened up secrets in the world. 



The tiny Picori 
appeared from the 
sky, bringing the 
hero of men a sword 
arid a golden light. 



Into stone. The only way to change things back to normal is to 
hnd the Picori and have them restore the blade, and since the 
IMcori only reveal themselves to children, Link takes on the 
{ liallenge. 

On his way to the Minish Woods to try and find the Picori, 
l ink finds a talking hat named Ezio who also doesn’t like Vaati 
(because he turned him into a hat). The two team up, find the 
M inish, and learn that Link must recover the four elemental 
objects in order to repair the Picori Blade. 

During the course of the adventure, Link learns Ezio’s 
relationship is much deeper than simply being annoyed with 
(lie wizard for turning him into a hat. Ezio is a sorcerer himself 
and Vaati was his apprentice, before he went mad with power 
and decided to lash out at the world of man. 


The Story 

Link and Zelda are childhood friends in Minish Caps opening, 
preparing to visit the Picori Festival together. As the legend 
goes (a different legend than the Zelda one on this particular 
occasion), the world was filled with darkness and monsters 
until the Picori gifted the Hero of Man the Picori Blade, which 
used the magic of light to banish the darkness. A festival is held 
every year to honor the Picori and their blade. 

The evil Vaati enters the festivals sword tournament and 
wins the right to touch the Picori Blade. He breaks the sword 
and lets monsters loose on the world, and turns Princess Zelda 
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The Items 

Minish Cap has a handful of new items, as well as different 
versions of previous items, alongside the collection of standards 
like the bomb, bow and arrow, and bottles. 

The Gust Jar inhales air and other items, and can also spit 
out large gusts of winds. Link uses it to blow things out of his 
way, but also uses it for navigation. When standing on mobile 
platforms, Link can use the Gust Jar to push himself in certain 
directions. 

The mole mitts essentially replace the shovel, which has 
appeared in many Zelda games, and allows Link to dig at high 
speeds. 

Minish Cap also introduced the Cane of Pacci, which can 
create trampolines in shallow holes, and can also flip over any 
object. 
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I tie Re-releases 

I here are two ways to play Minish Cap on modern consoles. 

I he first, and easiest, is on the Wii U. The game is available on 
(he consoles Virtual Console. The game is also available on 

I he 3DS, but is only available to 3DS users who purchased the 
handheld within the first few months of its release. 

Shortly after the launch of the 3DS, Nintendo cut the 
handhelds price by $80, and in an effort to reward those 3DS 
players who had paid full price, they were given a handful of 

I I ee downloadable games and one of them was Minish Cap. 
Since then, Nintendo has released a number of Game Boy and 
( .a me Boy Color games on the 3DS Virtual Console, but not 

( lame Boy Advance, which means the only way to get Minish 
< ap on your 3DS is to already have it. 
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The Legend of Zelda: Twilight 
Princess (Wii, 2006) 


Despite the overwhelming popularity of Wind Waker, fans 
still missed the darker tone and more realistic visual direction 
of some of Zelda s earlier games. When Twilight Princess was 
revealed, fans were thrilled. It showed an adult Link in a much 
more realistic art style, and the return of Epona. The world 
looked darker, the enemies scarier, and Link could battle on 
horseback. There were rumors that grown men cried at the 
press conference where the game’s first footage was shown. 

Announced as a GameCube title, Twilight Princess was 
delayed several times leading up to its release as a result of the 
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• Ifi ision to switch the game over to Nintendo’s new platform. 

I hr majority of the games development time was spent 
Im H iding a game that used standard controls, so adding motion 

• i introls proved to be a lot of work, especially considering many 
Tfvelopers were unsure how to use Nintendo’s new controller. 

I he game did finally come out, however, as a Wii launch 
I II le, with a GameCube version of the game releasing about 
it month later. For many, the game served as an introduction 
point to motion controls and it helped boost the Wii to become 
i In* huge success that it became. It’s not often a Nintendo 
I 'hi l form launches with a brand-new Zelda game. 

Since the beginning, Link has held his sword in his left 
hand, but since players using the Wii’s motion controls, 
irgardless of hand preference, held and swung the Wii Remote 
in their right hand, Link reflected that by being right-handed 
l**r t he first time. The GameCube version, however, kept Link’s 
inn* hand preference. 


Ilils book is not authorized, sponsored, endorsed, or licensed 
w Nliilniido of America Inc. and other company names and/or 
m inonlloned in this book are the property of their respective 
companies and are used for identification purposes only. 





The Legendary World of Zelda 


1 


The Story 

Link begins the game as a farmer in Ordon Village. The town’s 
children are kidnapped and Link gets pulled into the Twilight 
Realm and transformed into a wolf while attempting to save the 
children. 

In his new wolf form, Link meets Midna, a mysterious 
twilight creature who is willing to help him as long as he helps 
her. She directs Wolf Link to Zelda, who explains she was 
forced to surrender Hyrule to Zant, the King of the Twilight. 
Link learns he must revive the Light Spirits to save Hyrule, ami 
Midna offers to help knowing she will be able to acquire Fused 
Shadows along the way. 

After reviving the Light Spirts, saving Ordon’s children, ami 
tracking down Midna s Fused Shadows, Link learns that Midna 
and Zant are from the same tribe, but have different goals. 
Zelda sacrifices herself to save Midna, making her find new 
respect for Links world of light, and helping her decide to truly 
help Link. 

Link tracks down the Master Sword and the duo discovers 
Zant attempted to shatter the Mirror of Twilight, which is the 
only entrance to the Twilight Realm. Link and Midna track 
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down the pieces of the mirror, confront Zant, and learn that he 
i ruck a deal with Ganondorf and that Midna is the true ruler 
of the Twilight Realm. 

I he Items 

Nintendo took full advantage of the Wiis motion controls by 
using pointer controls for the items Link aims, like his bow 
n ad arrow, slingshot, and hookshot (known as the clawshot 
in Twilight Princess). The fishing rod also benefited from the 
ndded motion controller, but the game has plenty of other items 
I hat were not dependent on the Wiis new control scheme. 

'the ball and chain is a giant heavy ball attached to a chain. 
Ils an item Link can throw like a wrecking ball. 

fhe Spinner is the rare Zelda item that only appeared in a 
‘.ingle Zelda game (to date). Its a spinning cog that Link can 
stand on top of and use to move quickly, or in some specific 
cases, climb walls. 



Ibis book is not authorized, sponsored, endorsed, or licensed 
by Nintendo of America Inc. and other company names and/or 
mrks mentioned in this book are the property of their respective 
companies and are used for identification purposes only. 





The Dominion Rod allows Link to bring statues to life and 
control them remotely. 

Familiar items also received interesting twists. The 
boomerang, renamed the Gale Boomerang, throws out mini 
tornadoes when thrown. The clawshot could be upgraded to a 
double clawshot, allowing Link to pull himself toward multiple 
walls without ever having to place his feet on the ground. 

The Re-releases 

Twilight Princess’ first releases followed a strange path. The 
Wii version of the game was released first, followed by the 
GameCube version about a month later. The GameCube version 
of the game is a mirrored version of the Wii game in order to 
compensate for Link being left-handed. Rather than change 
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I Ink’s animations or rework his design to function as a right- 
I landed character, Nintendo flipped the whole game. 

Another small change between the Wii version and the 
i .ameCube version? The Wii version is playable in widescreen. 

I lie GameCube version can only be played in fullscreen 
n solution. 

In 2016 , Twilight Princess received a high-definition 
overhaul for Wii U. The visuals were improved, though not 
In l he same degree as the Wind Waker HD Wii U port. The 
< MimeCube version of the game is the one that received the 
upgrade, so it finally allowed players to use the left-handed 
I ink in widescreen. It also added amiibo functionality, where 
Nintendo’s Zelda figures could unlock bonuses like extra hearts 
nr inventory items. Finally, a new challenge area for Wolf Link 
was added that could only be accessed by players who have the 
Wolf Link amiibo— a figure that was included with the game. 
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Minish Cap was released a few months after the launch of the 
Nintendo DS. You could play it on the handheld thanks to its 
backward compatibility, but Phantom Hourglass was the first 
true Zelda game for the two-screened system. 

Phantom Hourglass is a direct sequel to the Wind Waker, 
picking up right where the GameCube game left off. Toon Link 
returns, as well as Tetra and her Zelda identity, continuing thcii 
adventures on an ocean-covered version of Hyrule. 

The game took full advantage of the Nintendo DS’ 
additional touchscreen, serving as a showcase of the kind 
of games the DS could deliver. The game used buttons only 
here and there, and Link was controlled entirely with the 
touchscreen. Link would follow the stylus wherever you pressed 
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II to the screen, and a quick slash on the touchscreen would 
make Link perform a sword slash. 

You could also use the touchscreen to draw a path for your 
boat and take notes on the map. You could blow into the DS’ 
microphone to create wind, and for one puzzle you actually 
bad to close the DS in order to copy something from the top 
.('reen to the bottom screen. It also had a limited multiplayer 
mode that players could play online against other players. 

1 1 was not the first Zelda multiplayer game (that was Four 
Swords), but it was the first Zelda game to offer an online 
multiplayer option. 

As part of the game s ongoing story, Link had to revisit 
I he Temple of the Ocean King. This area plays out like a large 
dungeon, but Link is only able to stay in the dungeon for so 
long, and must return to it throughout the game. 
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The Story 

At the end of Wind Waker, Ganon had been turned to stone 
and dropped to the bottom of the sea. As one might expect, 
statues stuck on the ocean floor are not a threat. Ganon does 
not appear in Phantom Hourglass, but that doesn’t mean that 
Link is completely in the clear. 

The game starts with Link and Tetra (Princess Zelda’s heir) 
exploring the ocean and coming across a ghost ship. The two 
board the ship and run into trouble when Zelda is turned into 
stone and stolen away as Link falls into the ocean. 

He wakes up on the shore of an island where a fairy named 
Ciela and an old man named Oshus catch Link up on what 
happened on the ghost ship and how to save Princess Zelda. 
Link contracts the boat captain, Linebeck, to help him on his 
journey. Captain Linebeck only agrees to help after receiving 
promises of treasure, and even then continues to whine 
through the course of the game. 

Link learns Ceila and Oshus are magical beings hiding 
from Bellum, the monster that created the ghost ship and 
turned Zelda into stone. To defeat Bellum, Link has to craft the 
Phantom Sword and take it to the Temple of the Ocean King for 
the final battle. 
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During the final battle, Captain Linebeck makes up for all of 
Ins complaining by helping to hold off Bellum when Link gets 
I nocked out temporarily. 

The Items 

Many of Link’s items from Wind Waker appear in Phantom 
I lourglass. Link gets his Grappling Hook back, for example, an 
Item that only appears in those two games. 

Other old items have new uses in the Phantom Hourglass, 

I hanks to the touchscreen gameplay. The path of both the 
boomerang and Bomchu can be traced on screen for more 
accuracy. 

The Phantom Hourglass is also an item. It serves as a timer 
lor when Link enters the Temple of the Ocean King. Link can 
only stay in the temple for a certain amount of time, which is 
dictated by the Phantom Hourglass and how much Sand of 
I lours Link is able to put into it. 

The Re-releases 

I here are two ways to play Phantom 
I lourglass on modern Nintendo 
consoles. The original game is 
compatible with the 3DS, meaning 
I he cartridge will work on Nintendo’s 
latest handheld. 

The game has also been released on 
l he Wii U Virtual Console, which is 
I he first time the game could be played 
On a television screen. 
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The Legend of Zelda: Spirit Tracks 
(DS, 2009) 


Zelda’s second release for DS borrowed nearly all the gameplay 
from Phantom Hourglass. The setting, however, offered a big 
change. It still used Wind Waker’s art direction with cartoon 
visuals, but Link was no longer on the ocean. Now he was on 
land and controlling a train. 

The Zelda games have always taken place in a medieval land, 
but Spirit Tracks saw Link taking a technological leap forward 
and introduced the industrial revolution. He still used a sword 
and shield to keep enemies at bay, but now Link was using a 
train to explore his world. 

The touchscreen still acts as the game’s main interface with 
players controlling Link by using the lower screen to direct 
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l ink and his combat. When on the train, players used the 
louchscreen to map out a path and pull on the trains whistle to 
•ilert animals to get off the track. 

The game continued to allow players to make notes on the 
map and blow on the microphone for certain parts of the game. 
I ink’s instrument in Spirit Tracks is a pan flute, and players 
had to blow into the microphone in order to play it. 

Spirit Tracks also has the Tower of Spirits, a large dungeon 
that Link must return to throughout the game making a little 
progress each time he visits. Unlike Phantom Hourglass’ 
similar Temple of the Ocean King, progress in the Tower of 
Spirits is based on making it to certain checkpoints, and not a 
I i mer. 
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Spirit Tracks casts Zelda in a new role for the first time. 

She’s not the damsel in distress in Spirit Tracks. She still needs 
Link’s help, but she joins you for the whole journey as a spirit. 
She offers tips and plays an important part in your progress. 

She can also possess the Phantom Guardians, the enemies from 
Phantom Hourglass that impeded your progress in the Temple 
of the Ocean King. 

The Story 

Link is a young train conductor at the opening of Spirit Tracks. 
He is preparing to travel to Hyrule Castle in order to receive his 
engineer’s certificate from Princess Zelda. While there, Zelda 
secretly asks Link to meet her later as she doesn’t trust her 
advisor, Chancellor Cole. 
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Hyrule’s train tracks are disappearing. No one knows why, 
but Zelda suspects it may have to do with something happening 
at the nearby Tower of Spirits. She asks Link, an official 
engineer, to take her there. As they are traveling to the tower, 
the tracks disappear, causing the train to crash as the Tower of 
Spirits breaks apart into pieces off in the distance. 

Chancellor Cole reveals himself as a horned demon 
(something he hid by wearing two hats) and uses magic to 
separate Zelda’s spirit from her body. 

The Tower of Spirits and the train tracks leading to it, 
called the Spirit Tracks, were built to imprison the Demon 
King Malladus, a villain Chancellor Cole seeks to release onto 
Hyrule. Despite restoring the Spirit Tracks, Malladus uses 
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Zelda’s body as a way to resurrect himself, and he and Cole 
enter the Dark Realm. 

Zelda and Link follow after acquiring the Compass of Light 
and Bow of Light, leading to the final fight. 

The Items 

Spirit Tracks features three original items, two of which would 
appear in later Zelda games. The Whirlwind is a take on items 
like the Gust Jar and Deku Leaf, which allow you to manipulate 
wind, but it’s also like the boomerang, in that you can use it to 
pull items toward you. 
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The Whip does not have a creative name, but it has some 
creative uses. It works a little like the grappling hook and can 
also stun enemies. 

The Sand Rod allows Link to create blocks of sand, either as 
a way to block a path or raise something into the air. Link can 
also stand on his blocks of sand to solve certain puzzles. 

The Re-releases 

'Fhere are two ways to play Spirit Tracks on modern Nintendo 
consoles. The original game is compatible with the 3DS, 
meaning the cartridge will work on Nintendo’s latest 
handheld. 

The game has also been released on the Wii U Virtual 
Console, marking the first time the game can be played on a 
television screen. 
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The Legend of Zelda: Skyward 
Sword (Wii, 2011) 


There were a number of handheld Zelda games released after 
Twilight Princess in 2006, but it wasn’t until 2011 that another 
console Zelda game was released. Skyward Sword was the first 
true Wii exclusive Zelda game. Where Twilight Princess was 
technically an upgraded port of a GameCube game, Skyward 
Sword was developed from the beginning to be a Wii game. 

The game required the use of the Wii MotionPlus controller, 
which was an enhanced version of the Wii Remote, offering 
better motion tracking and a number of other improved 
features to the original Wii Remote. Where Twilight Princess 
sensed movement in the controller and played the sword 
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swinging animation in response, Skyward Sword offered true 
one-to-one movement. Raise the controller slowly over your 
head, and Link would do the same. Hold up the sword to block 
an incoming attack, and Link would do the same. 

Skyward Sword had some problems, but the technology 
worked exactly as Nintendo intended. The game was released 
live years into the Wii s lifespan, but in many ways it was one of 
the first games to deliver the kind of gameplay experience the 
Wii had always promised. 

Skyward Sword took Link’s adventure to the sky, 
exchanging his horse for a giant bird that could fly. Link’s home 
is in the clouds, as was much of its gameplay. Link explored the 
air visiting floating islands to complete tasks and parachuted 
his way to the land below in order to do battle with the evil that 
resided there. The game also gave Zelda a more important part 
and established some important story details for Zelda’s wider 
universe. 
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Before the game was even released, Nintendo confirmed 
that Skyward Sword was the very first Zelda story on the larger 
timeline. 

The Story 

Skyward Sword begins with teenage Link completing his kniglil 
training in the world of Skyloft. He is childhood friends with 
Zelda and is in constant competition with Groose, a local bully 
who is frustrated by Zelda’s lack of interest in him. 

While celebrating graduation by flying their birds around 
Skyloft, Zelda is pulled out of the sky by a dark tornado and 
Link is injured. While recovering back home, Link is called to 
retrieve the Goddess Sword, which is protected in a large statue 
located in his Skyloft home. 

The voice calling him is Fi, the spirit of the Goddess Sword, 
who tells Link about the Demon King Demise, who had 
destroyed the land below in his attempts to acquire the Triforce. 
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Zelda is on her own unseen adventure, and Link must track 
her down by exploring the world’s surface. He meets Impa, 
a woman tasked with protecting Zelda, and Ghirahim, the 
mysterious sorcerer who is working toward bringing Demise 
hack to life. 

Link’s adventure takes him back and forth through time 
where he must fight the Imprisoned, a giant beast attempting 
to break the seal holding back Demise. Link fights the beast 
multiple times and is able to hold him back with Groose’s 
help, but realizes he must power up the Goddess Sword by 
completing a series of trials so he can finally defeat Demise. 

Zelda crystalizes herself into a seal to help hold back 
Demise. Link finally finds the Triforce and frees Zelda. 
Ghirahim appears, however, steals Zelda, and goes back in time 
to an era where Demise has not yet been eliminated. 
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Link follows Ghirahim back in time with his newly 
powered-up sword (which is now the Master Sword). Link 
and Demise do battle and the villain curses Link and Zelda’s 
bloodlines to forever be forced to fight against evil. 

The Items 

Skyward Sword’s items take the usual Zelda items and add 
some motion control twists to them. When you pretend to 
shoot an arrow from a bow with the Wii Remote Nunchuck, 
Link does the same thing. You can also catch bugs by swinging 
around a bug net as you would in the real world. 

The Beetle is one of Skyward Sword’s few new items. It’s a 
remote control flying beetle that Link can use to retrieve items 
or activate faraway switches. 


The whip item, which appeared in Spirit Tracks, also works 
well with the Wii Remote’s motion functionality. 

It’s not a motion controlled item, but Link’s Sail Cloth, given 
to him by Zelda at the beginning of the game, allows him to 
avoid fall damage. 

Almost all the items could also be upgraded to stronger 
versions. 

The Re-release 

Skyward Sword is compatible with the Wii U thanks to backward 
compatibility, and the game was also made available to download 
Irom the Wii U’s online store. That version of the game, however, 
is a direct port of the Wii game with no improvements in place to 
lake advantage of the Wii U’s superior graphics. 




This book is not authorized, sponsored, endorsed, or licensed ■ 
by Nintendo of America Inc. and other company names and/or ■ 
trademarks mentioned in this book are the property of their Bsiinfln 
companies and are used for identification purposes only. I 


I his book is not authorized, sponsored, endorsed, or licensed 
by Nintendo of America Inc. and other company names and/or 
marks mentioned in this book are the property of their respective 
companies and are used for identification purposes only. 









Even though many fans liked the touchscreen gameplay of 
Phantom Hourglass and Spirit Tracks, Zelda’s first 3DS game 
went back to using standard controls. It did offer something 
new, however, in a number of ways related the structure of the 
game and how the player pursues its challenges. 

A Link Between Worlds is a successor of sorts to Link to the 
Past for the Super Nintendo. (In Japan, Link Between World s 
title translates roughly to Link to the Past 2.) The game uses the 
basic Hyrule layout of Link to the Past and features a similar arl 
direction, but feels very different. 

The game’s biggest new feature is how players make 
progress. Instead of working through each dungeon in a 
specific order according to the game’s storyline, players were 
free to tackle any dungeon in any order they chose. Items couhl 




This book is not authorized, sponsored, endorsed, or licenril 
by Nintendo of America Inc. and other company names and/01 
trademarks mentioned in this book are the property of their imp 
companies and are used for identification purposes only. 1 


The Legendary World of Zeida 



be rented from a local salesman and taken to your dungeon of 
choice. Eventually, the items can be bought and owned, but for 
l he purposes of pursuing any puzzle you want, every item is 
available right from the start. 

Early in the game, Link also unlocks the ability to turn into 
a painting and flatten himself against walls. This is used to 
solve puzzles, avoid enemies, and travel to an alternate version 
of Hyrule called Lorule. 

Lorule is similar to Link to the Past’s Dark World, but acts 
more like a reverse Hyrule with different versions of characters 
you meet in the normal Hyrule, including versions of Zeida and 
( ianondorf. 

The Story 

A Link Between Worlds takes place many centuries after the 
events of Link to the Past on Super Nintendo. Link works for a 
blacksmith. He is delivering a sword to Hyrule castle when he 
meets Yuga, a sorceress who knocks Link out. 
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Link is woken up by Ravio, a merchant in a purple robe 
wearing a bunny mask. He gives Link a bracelet and Link goes 
to tell Princess Zelda what has happened. She sends him on a 
mission to track down the Master Sword, and he returns with il 
just in time to see Zelda being turned into a painting by Yuga. 

Link chases her through a portal and ends up in Lorule, 
a dark and twisted version of Hyrule. There he meets Hilda, 
Zelda’s counterpart. Eventually, Link, Hilda, Zelda, and Ravio 
must work together to help restore Lorule’s Triforce and bring 
light back to Hilda’s kingdom. 
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The Items 

A Link Between Worlds features no truly original items, but 
it does feature some rare ones. The Sand Rod, which first 
appeared in Spirit Tracks, appears here with similar functions. 

I ink uses it to craft blocks of sand, which he can use as a 
bridge, or to raise objects into the air. 

The Tornado Rod is another wind item that creates a small 
tornado. It can lift Link in the air, as well as objects on the 
ground. 

At the start of the game, every item can be rented from 
Ravio, and they function the same as they do when you are able 
to purchase them later in the game, but Ravio s rentable ones 
have little purple bunny ears on them identifying them as being 
rented. 

All of Link’s items can be upgraded to improved forms by 
collecting the missing babies of a Mother Maiamai. Every 10 
babies you bring her rewards Link with an upgraded version of 
your items. 
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■The Legend of Zelda: Tri Force 
Heroes (3DS, 2015) 


Tri Force is a direct sequel to Link Between Worlds. It features 
the same Link as he continues his journey and uses the same 
visuals and general gameplay. However, Tri Force Heroes has a 
lot more in common with the Four Swords games. 

Tri Force is not an open-world Zelda, and instead plays oul 
over a series of levels. The levels are designed for three players 
to play together, though a single player controlling three Links 
can make it through the game successfully. 

The main goal of the game isn’t to collect new items or solve 
puzzles, but rather to collect clothes. Link can put together 
costumes by beating or replaying the same levels. Along with 
the customization options that go alongside unlocking the 
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costumes, they each offer specific bonuses. Some outfits might 
offer more health, or make you fire off three arrows instead of 
just one. 

Combat works like it did in Link Between Worlds. Players 
don’t collect permanent items, but instead grab temporary 
items like bows and arrows and boomerangs to use in single 
levels. Many of the game’s puzzles and battles require the three 
Links to stand on each other’s shoulders to form a stack of 
Links. 

The game offers local and online multiplayer options, and 
also offered free downloadable content after the game launched 
that expanded the game’s world. Strangely, the game can only 
be played by a three-player team, or a single player. There is no 
option for only two players to play through the game’s story. 
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The Story 

The land of Hytopia is proud of its many costumes. A witch, 
known only as The Lady, seeks out Hyoptias Princess Styla, and 
curses her to wear a plain black jumpsuit that she cannot take 
off or cover up. 

In response, Styla s father, King Tuft, puts out a call for 
heroes to enter the Drablands to undo the curse. Link, who is 
traveling by Hytopia, takes on the challenge. 



H This book is not authorized, sponsored, endorsed, or licensed ■ 
by Nintendo of America Inc. and other company names and/or J| 
trademarks mentioned in this book are the property of their respoollvo 
companies and are used for identification purposes only. 


The Legendary World of Zelda 



The Items 

The items of Tri Force Heroes are your standard Zelda items, 
with many of the ones from Link Between Worlds making an 
appearance. The costumes, however, offer many different ways 
to play by offering many bonuses for choosing to wear them 
into the Drablands. 

Link works with the character Madame Couture to craft 
new outfits from assorted materials, and also finds them during 
his Drablands journeys. 

Some highlights include wearing Zeldas dress, which causes 
hearts to appear more frequently. The Cacto Clothes make it 
look like Link is wearing a cactus and enemies who touch him 
automatically receive damage. The Goron Garb makes Link 
look like a Goron and fire cannot harm him. 

All in all, including costumes that were added to the game 
after release in the form of downloadable updates, there are 
more than 35 costumes Link can wear. 
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Almost all Zelda games feature their own story, and aren’t 
connected to the game that came before it. Some of the games 
are direct sequels, like the first two Zeldas, or Wind Waker 
and Phantom Hourglass, but for the most part, every Link and 
every Zelda have their own one-off adventures. 

Fans of the series always assumed the Zelda games 
represented an ongoing war between good and evil, where a 
boy named Link and a girl named Zelda would appear every 
few generations to fight a man named Ganon. Nintendo was 
quiet about this idea for years, but in 2011, that changed. 

Nintendo published a book called Hyrule Historia that 
celebrated the series and featured the art for each entry in the 
series. One of the most interesting aspects of Hyrule Historia , 
however, was the official Zelda timeline. It places each Zelda 
game at a specific point in time and confirmed a long-debated 
fan theory about the existence of multiple timelines. 

The debate over the timeline has shifted in recent years 
away from whether or not it exists, to whether or not Nintendo 
had a timeline in mind for Zelda since the beginning of the 
first game. It’s unlikely we will learn the true answer to that 
question any time soon, but in the meantime, we do know in 
what order the games take place. 
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The Legend of Zelda: Skyward Sword 

before the game was even released, 
Nintendo was clear that Skyward Sword 
was meant to be the first game in the Zelda 
timeline. At the end of the game, Link 
and Zelda choose to leave their home in 
Skyloft in order to establish the kingdom 
of Hyrule on the ground below. 


The Legend of Zelda: 
The Minish Cap 


This story establishes why the 
legendary hero wears a green 
hat, and also introduces the 
evil wizard Vaati. 

The Legend of Zelda: 

Four Swords 

Not to be confused with the 
GameCube game, Four Swords 
Adventures, Four Swords is the 
bonus game included with A 
Link to the Past’s Game Boy 
Advance port. In the game, 
Link and Zelda continue 
their fight against Vaati. 



(Nintendo) 
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The Legend of Zelda: Ocarina of Time 

Ocarina of Time introduces the legacy of the Hero of Time, 
and also marks a very complicated three-way split in Zelda’s 
timeline. This is where things get complicated. 

Link s time-traveling adventures in Ocarina created 
multiple timelines, each offering distinct futures. There are 
three ways Ocarina of Time conceivably ends, and the first is if 
Link loses to Ganondorf. 


The first timeline 

When the Hero of Time loses to Ganondorf, the world is 
plunged into darkness and war, until... 



The Legend of Zelda: 

A Link to the Past 

Ganon is brought back to life, but 
Link and Zelda are able to banish 
him again. 
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The Legend of Zelda: Oracle of Ages and Time 

This is the same Link that appeared in Link to the Past, and he 
and Zelda successfully prevent another Ganon awakening. The 
game actually ends with Link going out to sea. . . 

The Legend of Zelda: 

Link’s Awakening 

. . .and crashing on Koholint 
Island. It seems like everything 
that happens in this game is all 
a dream, but even if that is the 
case, the Link from A Link to 
the Past and the Oracle games 
did at the very least make his 
way out to sea and get caught 
in a storm. 
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The Legend of Zelda: 

A Link Between Worlds 

A Link Between Worlds 
placement in the timeline 
cannot be confirmed by Hyrule 
Historia , but it recognizes the 
legacy of Link to the Past in- 
game and treats it as a legend 
from hundreds of years ago. 



The Legend of Zelda: 

Tri Force Heroes 

Nintendo has stated that the 
Link who appears in A Link 
Between Worlds is the same 
Link as Tri Force Heroes, 
which places it here in the 
timeline. 



The Legend of Zelda 

Even though its the first Zelda 
game, it appears very late in the 
timeline. Technically, Ganon 
had been brought back to life 
and re-banished multiple times 
by this point. 
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Zelda II: The Adventure of 
Link 

As the sequel to the original 
Zelda that features the same 
Link, Zelda II fits here. 

The second timeline 

If we go back to Ocarina 
of Time, there are other 
timelines to examine. We 
looked at one where Link 
loses. This is the timeline 
where child Link gets to 
start over. 



^ ^ J ENTERTAINMENT system * 


he Legend of Zelda: Majora’s Mask 


Following the events of 
Ocarina of Time, Link gets to 
actually live out his childhood, 
but he chooses to leave home in 
search of Navi and gets caught 
Lip in an adventure. 
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The Legend of Zelda: 

Twilight Princess 

This marks another jump of hundred s 
of years, where the Shadow World 
begins to invade Hyrule in an attempl 
to bring Ganon back to life. He comes 
back to life, but only briefly as Link 
and Zelda are able to stop him. 

The Link of Twilight Princess 
learns new techniques from an 
ancient spirit simply called the 
Ancient Hero. Though never said in the game, many think 
that this Ancient Hero is in fact Link from Ocarina of Time 
teaching a new generation how to fight. 



The third timeline 

Back to Ocarina of Time, again. 
Weve seen the timeline if Link loses 
and the one where child Link continues his journey. This 
third timeline is what happens when adult Link is not given the 
chance to go back to his childhood. 


The Legend of Zelda: 

Four Swords Adventures 

This is another big jump that recalls 
the Picori legends as well as the 
return of Vaati, who has proven 
himself to be a villain for Link 
through the centuries. 
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The Legend of Zelda: The Wind 
Waker 

Hundreds of years after the events of 
Ocarina of Time, Ganon is back and 
no hero appears to stop him, which 
floods the world of Hyrule. Ganon is 
much older than Link in the Wind 
Waker, and that’s because his reign 
began with no hero to stop him. It 
is only later in his life that a hero 
appears. 



The Legend of Zelda: Phantom Hourglass 

One of the few Zelda games that is actually a sequel. This 
continues the adventures of the Link and Zelda from Wind 
Waker. 


The Legend of Zelda: Spirit Tracks 

Hundreds of years pass, the world’s flooding subsides, and a 
new Hyrule is established. Also, train technology emerges. 
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The Spinoffs and Guest Appearances 


Not every Zelda game is a complete adventure, or even directly 
related to the Zelda universe. These are the games that are in 
some way connected to Zelda, or use the Zelda name, but are 
not considered a real part of the Zelda universe. 


The Legend of Zelda Watches 

In 1989, Nintendo released two small LCD games based on 
Zelda. One was part of Nintendo’s Game and Watch line, which 
ported assorted Nintendo games to a limited, dual-screen 
LCD handheld. In the game, Link must defeat eight dragons to 
rescue Princess Zelda. 



• ( ? ■ ■ 


gams' watch 


The Legend of Zelda 
Game Watch made the 
game even smaller, so 
players could wear the 
game on their wrist. In 
that game, players defeat 
enemies in order to 
collect and reassemble 
the Triforce. 
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The Philips CD-i Games 

These are definitely the strangest of the spinoff Zelda bunch. In 
1991, Nintendo was working with Philips to create a CD-ROM 
add-on for the Super Nintendo. The add-on never came to be, 
but as a result of the process, Philips was able to use a few of 
Nintendo’s characters in games for its own console, the P hili ps 
CD-i. 

Philips produced four games using Nintendo’s characters. 
One was a game called Hotel Mario, but the other three were 
Zelda games. 

Link: The Faces of Evil 

The first of the Philips Zelda games, this one features Link 
collecting items in the game, but that’s about where the 
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comparisons to Zelda end. It’s a side-scrolling game, and 
features weird animated scenes with strange voiceovers. 

Zelda : The Wand of Gamelon 

The Wand of Gamelon is the first game that lets you play as the 
character the game is actually named after. Zelda collects items 
and uses them as Link did in Faces of Evil, and features the 
same side-scrolling gameplay and strange animated scenes. 

Zeldas Adventure 

In Zelda s Adventure you continue to play as Zelda, but the 
gameplay is more like Nintendo’s Zelda games. You view the 
action from an overhead perspective. The animated scenes were 
dropped in favor of using live-action actors. 
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reshly-Picked Tingle’s Rosy Rupeeland 

Tingle, a character introduced in Majora’s Mask, went on to 
become a fan favorite. He’s a strange, 
overly optimistic man in a green 
leotard who went on to appear in 
Wind Waker and in Minish Cap. 

Freshly-Picked Tingle’s Rosy 
Rupeeland was his first starring role. 

In the game, Tingle collects Rupees 
and explores the world surrounding 
his home, helping those in need and 
fighting enemies while trying to 
collect a large fortune. 

The game was never released in North America, 
but it did receive a full English translation for a European 
release. European DS cartridges can be played in North 
American DS handhelds making it a relatively easy game to 
track down and play. 

Link’s Crossbow Training 

About a year after the launch 
of the Wii, Nintendo released 
a special add-on called the 
Wii Zapper. The Zapper was 
a plastic shell players could 
insert the Wii Remote and 
Nunchuck into to make the 
controller function like a gun 
and improve accuracy. 
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The Zapper came bundled with a copy of Link s Crossbow 
Training. Crossbow Training uses Twilight Princess’ art style 
for a shooting gallery game. It features no true story, and 
instead just offers a series of shooting challenges for players to 
enjoy. 

Hyrule Warriors 

Hyrule Warriors is a big celebration of the Zelda franchise, anti 
surprisingly did not come from Nintendo. Nintendo oversaw 
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the project, but it was actually developed in a joint effort by 
Omega Force and Team Ninja. Omega Force is known for the 
historical action game series Dynasty Warriors, and Omega 
Force is known for the Ninja Gaiden series of games. 

Flyrule Warriors does not fit into the Zelda timeline, and 
instead visits many of its most famous moments and characters, 
mashing them all together into one big action-focused Zelda 
experience. 

The game’s plot is just an excuse to have an assortment 
of Zelda characters meet and fight together. The game plays 
out like a war with the player character fighting hundreds of 
enemies at a time on big open fields. 

The game features more than 25 playable characters, each 
with an assortment of costumes. Three different versions of 
Link are playable, and there is even a character named Linkle 
that imagines Link as a female character. Zelda is playable 
in multiple forms, as are many of Zelda’s villains. Even more 
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obscure characters like Medli from Wind Waker and Marin 
from Link’s Awakening (seen in 3D for the first time) were also 
added to the game as downloadable content after the game was 
released. 

The game also includes a special adventure mode that 
recalls the original Zelda by letting players explore the original 
pixelated version of the map, while playing through combat 
scenarios to unlock items. 

It doesn’t feel like a Zelda game, because it’s all about the 
action, but it’s a fun way to celebrate the action side of the Zelda 
series. 

My Nintendo Picross— The Legend of Zelda: 

Twilight Princess 

Picross is a long-running puzzle franchise for Nintendo. It’s a 
series that has been around since the Game Boy with Mario’s 
Picross. In the game, players solve logic puzzles to create 
pictures. 
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My Nintendo Picross — The Legend of Zelda: Twilight 
Princess was a promotional game players could earn for free 
by participating in its My Nintendo program, where you earn 
points for playing and buying Nintendo games. All of the 
game’s puzzles are themed around Zelda, specifically Twilight 
Princess. 

Only in Japan 

With a few exceptions, the Zelda games were usually released 
in Japan first. Here are a few titles that never made their way to 
North America, and likely never will. 
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Zelda no Densetsu: Kamigami no Triforce (Barcode 
Battler II) 

This game was a simple RPG featuring Link to the Past characters 
and enemies. It was for a console called the Barcode Battler II, a 
handheld system that was never released in North America. Willi 
the Barcode Battler, players could swipe special cards to unlock 
and play with assorted characters. Nintendo released a few Zelda 
cards for the system based on Link to the Past. 

BS Zelda no Densetsu 

In 1995, Nintendo released the Satellaview for the Super 
Nintendo in Japan. It allowed games to be broadcast from a 
satellite and received by players at home. This was many years 
before the Internet made downloading games easy. 

The BS part of the title in BS Zelda no Densetsu stands 
for “Broadcast Satellite.” Nintendo broadcast this Zelda game 
on the platform and it was sort of an enhanced version of the 
original Zelda. The game was playable only at certain times 
between 1995 and 1997, and the technology allowed for it to 
have spoken dialogue — a first for a Zelda game. 

The game did not star Link, and instead players took on 
the role of the character they selected when they set up their 
Satellaview. The game is not currently playable, due to the 
strange and eventually abandoned satellite technology. 

BS Zelda no Densetsu: Inishie no Sekiban 

This Satellaview game was, in some ways, an enhanced version 
of Link to the Past. It was broadcast in 1997 and featured 
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spoken dialogue. Like the previous game, players played as their 
Satellaview character instead of Link and it featured an original 
story. It is also no longer playable, like BS Zelda no Densetsu. 

Tingle's Balloon Fight 

Balloon Fight is a classic 1980s Nintendo game where players 
have to fly through a sky full of obstacles while attached to 
floating balloons. In 2007, Nintendo released a version of Balloon 
Fight starring Tingle just for Club Nintendo members. When 
players met Tingle in Majora s Mask, he is seen floating in the air 
attached to a balloon, making him a good fit for this game. 

Dekisugi Tingle Pack 

This wasn’t so much a game as much as it was a series of 
Tingle-themed applications for use on the DSi. The pack 
featured a timer, calculator, music program, fortune teller, 
and coin game. 

Irozuki Tincle no Koi no Balloon 
Trip 

The title roughly translates to 
“Ripening Tingle s Balloon Trip of 
Love,” and is a sequel to Freshly-Picked 
Tingles Rosy Rupeeland. It was only 
released in Japan, and was a big hit. It features 
Tingle exploring a mysterious world with three partners who 
are essentially the Scarecrow, the Tin Woodman, and the 
Cowardly Lion from The Wizard of Oz. 
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Guest Appearances 

Link and other characters from the Zelda universe have 
appeared in other games, though not that often, especially 
when compared to Nintendo’s other characters, like Mario. 

Super Smash Bros. 

When Super Smash Bros, was 
released on Nintendo 64, Nintendo 
was no stranger to using its cast 
of characters in various party 
games. But no characters from the 
Zelda franchise had ever appeared in another game until Super 
Smash Bros., which featured Link. 

Super Smash Bros. Melee 

The sequel to Super Smash Bros, 
expanded Zelda’s role by including 
Link, young Link (specifically the 
Ocarina of Time version), Zelda 
and Sheik (as a single character 
able to switch roles mid-battle), and Ganondorf. 





This book is not authorized, sponsored, endorsed, or licensed 
by Nintendo of America Inc. and other company names and/or 
trademarks mentioned in this book are the property of their respecilv# 
companies and are used for identification purposes only. 


The Legendary World of Zelda 



Soul Calibur II 

In 2003 the popular fighting game Soul 
Calibur decided to include a special 
exclusive guest character based on the 
platform you were playing on. The Xbox 
version got the comic book character 
Spawn. The PlayStation 2 version of the 
game got Heihachi, from the fighting 
series Tekken. And the GameCube got 
Link. Many considered Link to be an overpowered fighter in 
Soul Calibur II, but everyone appreciated seeing him make an 
appearance in the game. 


Super Smash Bros. Brawl 

For the third Smash Bros, game, the Zelda cast mostly appeared 
as they usually did. Link, the Zelda/Sheik character, and 
Ganondorf were mostly unchanged. Young Link, however, was 
swapped for Toon Link from The Legend of Zelda: The Wind 
Waker. 
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Mario Kart 8 

Up until this point, Link and his friends had stuck to fighting 
games. After the release of Mario Kart 8, however, Nintendo 
announced plans to release a Zelda track for the game, and 
make Link a playable racer. 

He must be bought separately, but adding Link to Mario 
Kart 8 also adds a series of Zelda-themed kart pieces, and the 
Hyrule Circuit track, which takes racers through Hyrule Castle. 
Another nice little touch is that instead of collecting coins on 
the Zelda track, racers pick up rupees. 




This book is not authorized, sponsored, endorsed, or licensed 1 
by Nintendo of America Inc. and other company names and/or I 
trademarks mentioned in this book are the property of their respecllvi 
companies and are used for identification purposes only. 


The Legendary World of Zelda 



Super Smash Bros. Wii U 

The big change for Smash Bros, number four, in terms of Zelda 
character appearances, was that Sheik and Zelda were separate 
characters. 

Super Smash Bros. 3DS 

The fourth Super Smash Bros, also released on 3DS and 
included the same roster of Zelda fighters, but had some cool 
bonuses, like a fighting arena based on The Legend of Zelda: 
Spirit Tracks. 
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The Multimedia and Merchandise 
of The Legend of Zelda 


The Legend of Zelda mostly sticks to video games, but it has 

ventured beyond the bounds of interactive media on a few 

. 

occasions. 

The Legend of Zelda TV Series 

In 1989, a show called The Super Mario Bros. Super Show! 
aired on television. It starred a live-action Mario and Luigi 
(Lou Albano and Danny Wells, respectively) as they interacted 
with guest stars and dealt with problems, usually related to 
plumbing. 

Those live-action segments were used to introduce animated 
episodes of Super Mario Bros., but once a week, the segment 
would be replaced by an animated show based on The Legend 
of Zelda. 

The show mostly followed the original two games, and 
starred Zelda and Link as they fought Ganon and defended 
Hyrule. A fairy character named Spryte would also typically be 
part of each episode. 

Link speaks in the show and has a sarcastic sense of humor. 
He also had a catchphrase. He was always trying to get a kiss 
from Zelda as a reward for his heroics, but she always turned him 
down, to which he would reply, “Well, excuuuuuse me, Princess.” 
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Zelda was far from a damsel in distress in the show, often 
fighting alongside Link with a bow and arrow in their efforts to 
defeat Ganon. 

The show was goofy, didn’t look much like the games, and 
was cancelled after 13 episodes alongside the cancellation of 
The Super Mario Bros. Super Show! The animated series is 
available on DVD today. 

Captain N: The Game Master 

Captain N aired around the same time as The Super Mario 
Bros. Super Show! and featured all kinds of cameos from video 
game characters. The show follows a boy named Kevin Keene, 
who gets sucked into the world of Videoland, where he is to 
become Captain N: The Game Master. 
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The show featured a cast of video game characters, like 
Simon Belmont from Castlevania, Kid Icarus, and Mega Man, 
but Zelda characters do make minor appearances. 

Link, Zelda, and Ganon all appear in multiple episodes, and 
Kevin names Link his favorite video game character. Through 
airing around the same time as the animated Zelda series, Link 
is older in Captain N, and is not as goofy and sarcastic. 

The Legend of Zelda Graphic Novels 

In Japan, nearly every Zelda game has received a comic book 
adaptation, but not all of them have been translated for release 
in North America. Most of them have been written and drawn 
by two women who go by the joint name Akira Himekawa. 
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Himekawa has written and drawn comics based on a Link to 
the Past, Ocarina of Time, Majoras Mask, Oracle of Ages and 
Seasons, Four Swords, Minish Cap, Twilight Princess, Phantom 
Hourglass, and Skyward Sword. 

In 1990, an American company, Valiant Comics, released a 
series of Zelda comics that expanded the history of the games. 
They were written by George Caragonne and adopted the art 
style established by the animated show. 

In 1992, Nintendo Power magazine published a comic that 
served as a retelling of Link to the Past written by Shotaro 
Ishinomori. Ishinomori is well known in Japan for his creation 
Cyborg 009. Simply titled The Legend of Zelda: A Link to 
the Past, Ishinomori s comic was recently collected and re- 
published. 
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The Choose Your Own Adventure Books 




In addition to comic books, Nintendo also created a few Choose 

Your Own Adventure books. In 
1992, Nintendo published two 
Zelda books titled The Crystal 
Trap and The Shadow Prince. 

In the books, readers are given 
choices from time to time and 
must skip to specific chapters 
based on their decisions. There 
is a correct ending, but many 
endings result in the defeat of 
the hero. 

The Crystal Trap follows 
Zelda as she attempts to 
free Link from the trap in 
just 24 hours. The Shadow 
Prince focuses on Link as he 
attempts to save Zelda with 
the help of a mysterious hero 
named Charles. 

In 2001, Nintendo 
released a new pair of Choose 
Your Own Adventure books 
to go alongside the release of 
Oracle of Ages and Oracle 
of Seasons. The two books 
follow the basic plots of their 
game versions. 
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Merchandise 

Its not hard to find officially licensed merchandise based on 
The Legend of Zelda. You can get Zelda on everything from 
cereal to T-shirts. In 1988, Nintendo sold a cereal that featured 
a Mario and Zelda cereal in the same box. Here are a few of the 
stand-out items. 


amiibo 

Nintendo’s little figures are 
still relatively new, having only 
started releasing in 2014. They 
function as miniature detailed 
statues, but scanned into certain 
games, they also unlock new 
content. 

Link was among the first to 
be released, and his figure proved 
to be the most popular. Since 
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then, Nintendo has released amiibo based on Zelda, Toon Link, 
Sheik, and Ganondorf. The figures are compatible with Super 
Smash Bros. Wii U, and reflect the poses and art styles from t In- 
fighting game. 

The Legend of Zelda: Twilight Princess came packaged with 
a Wolf Link and Midna amiibo, and more Zelda amiibo are 
planned with Ocarina of Time and Wind Waker amiibo, as well 
as amiibo to support The Legend of Zelda: Breath of the Wild. 

Monopoly: The Legend of Zelda Collector's Edition 

Nintendo partnered with Hasbro for a Zelda-themed Monopoly 
board. All the spaces reflect the Zelda games and it comes 
with game pieces of the Triforce, the Hylian Shield, the bow, 
the slingshot, the hookshot, and the Gale Boomerang from 
Twilight Princess. 

Figures and statues 

Nintendo’s amiibo are great figures, but there are plenty of 
others out there working with Nintendo to produce high- 
quality figures and statues. 

First 4 Figures has a full collection of statues that can get 
very expensive. They cover the obvious figures, like the Links, 
Zeldas, and Ganondorfs, but also cover the more obscure 
characters, like Skull Kid and Majora’s Mask. 

Nendoroid and Figma figures are a product of the Japanese 
company Good Smile. They focus on figures based on anime, 
manga, video games, and have lots of high-quality Zelda 
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figures. The Nendoroid figures often have unusual dimensions, 
and the Figma line of figures are often more realistic. 

Good Smile has created Zelda and Link figures based on 
their Wind Waker looks, as well as a Link figure based on his 
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Majora’s Mask appearance. You can also find Figma liguiv. nl 
Zelda and Link from Twilight Princess, as well as Link from 
Skyward Sword, and a figure based on A Link Between Worlds’ 
Link. 
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The Influence of The Legend of Zelda 


The Legend of Zelda is a hugely influential game. The game and 
its many sequels offered a great sense of exploration, especially 
compared to other games of that generation. Mario inspired 
game creators to develop a series of games that were fun to 
play, containing challenges that players could work their way 
through. The Legend of Zelda offered a world players could 
explore the way they wanted to, creating an incredible sense of 
wonder. 

Zelda presents problems to the player that cannot be solved 
right away. Later, when the player finds the tool they need to 
solve the problem they couldn’t solve before, they are rewarded 
both by solving the puzzle and with the feeling that they are in 
control of the game. This is something that is seen is almost all 
games today. 

Zelda also introduced the ability to save your game. Thanks 
to this option, Zelda was a game designed from the beginning 
to be an extended experience that could be played over a long 
period of time. It was a world players could return to, not one 
that would reset every time the player decided to play it. Saving 
is a crucial element of nearly all games today, but when Zelda 
was created there was nothing else like it. 
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The open-world game has become a hugely successful type 
of game today, and Zelda was one of the first games where 
players could take off in any direction they chose. The world felt 
like it continued to exist, even if you weren’t looking directly 
at it. Today’s open worlds look toward Zelda as the beginning 
of the open world concept, which is especially impressive 
considering it started out on an 8 -bit console. 

The player character in Zelda is named Link, but that 
doesn’t have to be his name. Link can be called whatever you 
want him to be. Miyamoto wanted him to serve as a link 
between the player and the game, allowing players to give him 
their own personality, something which continues today for 
many games. 

The very first Zelda had a secret second quest for players 
who entered their name as “Zelda.” The very idea of an entire 
second quest existing, hidden in the game, made the world 
into something much bigger than players expected. This idea 
continued with many of the games featuring dark or alternate 
worlds. 

The Games Directly Inspired by The Legend of Zelda 

Many games can point toward The Legend of Zelda for some 
of its style or gameplay goals, but these games make no secret 
about their inspiration. They are highly original titles that 
separate themselves from The Legend of Zelda in meaningful 
ways, but there is no doubt that they would not exist if not for 
The Legend of Zelda. 
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Alundra 

Alundra follows a character 
named Alundra, who crash 
lands on an island near a 
village called Inoa. Alundra 
has the power to enter 
people’s dreams, and does so 
in order to help the locals of 
Inoa. He solves puzzles, fights 
with a sword, and it all takes place from the overhead 
perspective. 

Beyond Good and Evil 

Beyond Good and Evil the video game doesn’t share a 
whole lot in common with the book of the same name by 
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philosopher Friedrich Nietzsche, but it does share a lot with 
Zelda. 

The game follows Jade, a reporter on her home planet of 
Hillys as she tries to uncover a government conspiracy that 
involves aliens. The game comes from Michel Ancel, the 
creator of Rayman, and feels like a Zelda game in many ways. 
It takes place in a large, open 3D world, and Jade must solve 
puzzles while collecting new items and fighting off the bad 
guys. 

Okami 

In Okami, players play as the sun goddess Amaterasu, as she 
tries to prevent the resurrection of a great evil. Created by 
Hideki Kamiya, who worked with Capcom on the Resident Evil 
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and Devil May Cry series, Okami follows the standard Zelda 
structure, with some important twists. 

Amaterasu makes her way through an open world with the 
aid of her companion and guide, Issun, solving puzzles and 
fighting evil. Instead of a sword, however, Amaterasu uses her 
celestial brush, which allows her to literally paint attacks on her 
enemies, and solve puzzles in the environment. 
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3D Dot Game Heroes 

3D Dot Game Heroes looks specifically at the original Zelda on 
NES for inspiration. It is a world built with pixelated blocks, but 
with the lighting and special effects of a modern console. 

In the game, players explore a large open world, fighting 
monsters, solving puzzles, and even collecting items like a 
boomerang and bow and arrow. It was definitely made by 
people who loved the original Zelda game. 
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Darksiders and Darksiders II 

Darksiders was co-directed by Joe Madureira, a comic book 
artist known for his series Battle Chasers and his work on 
Uncanny X-men. Madureira left the comic book industry (at 
least for a while) to bring his vision for Darksiders to life. 

In the game, players take on the role of War, a Horseman 
of the Apocalypse, as he tries to undo an apocalypse, which he 
has been accused of starting early. Clearing his name involves 
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exploring dungeons and using an assortment of discovered 
items to solve puzzles. 

Two years after its release, a sequel came out staring Death, 
another Horseman of the Apocalypse. 

Among the games mentioned on this list, the Darksiders 
series is the most similar to Zelda, which is exactly what 
Madureira said he wanted to do. 
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The Future of The Legend of Zelda 


As the Legend of Zelda celebrates 30 years, it is difficult to 
say what the future of the franchise will hold. Nintendo has 
announced the next Zelda game, however, and it will be coming 
to both the Wii U and Nintendo’s next console, the Nintendo 
Switch in March of 2017. 

The Legend of Zelda: The Breath of the Wild brings Link 
into a truly open world. According to Nintendo, Link will 
be able to seamlessly explore the world. There will be no 
passageways to different sections, or gates that must be passed 
through while the game loads. If Link sees something in the 
distance he wants to explore, he only needs to walk in its 
direction. 
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Link will be able to wear different kinds of clothes and use 
all kinds of different weapons. He will not be restricted to a 
single tunic or a single sword. He will need to change into 
warmer clothes while visiting Hyrule’s colder climates, and the 
weapons he picks up in the world will break over time. 

Breath of the Wild will also feature cooking, as Link 
attempts to survive in the open world. We’ve seen him throw 
together an assortment of ingredients to create meals that 
restore health, and offer special bonuses. 
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We also know that Link will be visiting familiar locations 
like the Temple of Time, though it seems to be a version of 
the temple broken down by hundreds of years of neglect. 
Rundown buildings and ancient robot-like creatures will also 
appear, making its place in the Zelda timeline all the more 
mysterious. 

Those are some of the things we know about the next Zelda 
game, but beyond that, where will the franchise go next? 

We re not sure. The Nintendo Switch will serve as both a home 
and portable console, which means the smaller Zelda titles 
reserved for the Game Boy and DS might be a thing of the 
past. 

Zelda s longtime producer, Eiji Aonuma, pledged to 
rethink the franchise in 2013, which resulted in successful 
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experiments like A Link Between Worlds, where players 
could take its dungeons in any order they pleased. There’s 
no guarantee Zelda will even continue to be a single-player 
experience, as demonstrated by Tri Force Heroes. 

There have even been rumors of more multimedia 
adaptations of the Zelda franchise, with film and TV 
opportunities, and Nintendo has said it wants to leverage 
its cast of characters in more interesting ways. It’s entirely 
possible we may see an official Zelda story exist outside of its 
video game adaptations sometime soon. 

Nothing is guaranteed, but Zelda and its wider universe is 
in good hands with Nintendo. It created the world of Hyrule 
in 1986, but has frequently re-imagined the franchise, all 
without losing a continued sense of wonder and exploration. 

Zelda is a prime example of what the interactive medium 
of storytelling is capable of doing. It has continued to 
entertain and thrill players for 30 years. Players feel like 
they’re a part of Hyrule and have a real impact on what 
happens in the world. These are not Link’s adventure— they 
are our adventures. 

After 30 years, more than 15 games, and many spinoffs, 
Zelda continues to be one of the most popular franchises in 
the video game industry. The number of Zelda fans, both 
young and old, continues to grow with each new entry and 
will very likely continue another 30 years, and even further 
into the future. 
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